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Introduction 
OVERVIEW 


If your children have used the THREE R MATH programs 
(APX-2Z0123 and APX-20203) in their classrooms, they can now 
use the same system at home. THREE R MATH HOME SYSTEM 
was designed for students who want advanced basic math drill, 
remedial drill, or grade level drill, 


This easy-to-use program offers all the same lively (but 
educationally sound) drills and analyses of the classroom system 
for the home. Not only do children have as much time as they 
want to practice, but they also get a chance to work 
cooperatively with their parents. The manual offers 
suggestions on ways parents can involve themselves in their 
children’s educational development using THREE R MATH HOME 
SYSTEM, 


Parents select one of 101 skill levels of addition, subtraction, 
multiplication, and division, and incorporate it into a five-letter 
password specifying the speed, number of problems per 
assignment, and total time allowed, The child has only to type 
his name and the password, and the drills begin, The program 
congratulates and encourages him as he works, and then 
summarizes his results, It’s easy to print a complete analysis of 
his progress along with extra problems, 


Worksheets--with or without answers--can be printed on any of 
the 101 levels to supplement the drills on the screen, 
REQUIRED ACCESSORIES 
ATARI BASIC Language Cartridge 
40K RAM 
ATARI 310 Disk Drive 
OPTIONAL ACCESSORIES 


ATARI @25 S0-column Printer or equivalent printer, Epson 
printer, or NECSOZZA printer 


CONTACTING THE AUTHOR 


Users wishing to contact the author about THREE R MATH HOME 
SYSTEM may write to him ati 


2623 Alte St. 
Fe.O. Box 39 1 
Los Olivos, CA 93441 


or Telephone him at} 


805/688-8270 


Getting started 
LOADING THREE R MATH HOME SYSTEM INTO COMPUTER MEMORY 


1, Insert the ATARI BASIC Language Cartridge into the cartridge 
slot of your computer, 


2» Have your computer turned OFF, 


3+ When the BUSY light goes out, open the disk drive door and 
insert the THREE R MATH HOME SYSTEM diskette with the label 
in the lower right-hand corner nearest to you. Close the door, 


4, Turn on your computer and your TV set. The program will load 
into computer memory and start automatically, 


THE FIRST DISPLAY SCREEN 


While the program is loading into computer memory, the message 
"PLEASE WAIT" appears on the screen. When the program has 
Finished loading, you see the following screen! 


SR MATH SYSTEM 
HOME VERSION 
SOK OK KOK ROCCO HOOK HOKU OHCHE 


* PRESS % 
* CSTART I a 
x TO BEGIN * 


XK OK OK OOK SOK WOOO OKHOK 
CSELECTI for Fractice Worksheets 
By Derm Rohr Copyrieht Ce t?se 


Figure fj First display screen 


Tample session 


To see just how easy THREE R MATH HOME SYSTEM is to use, 
Follow the steps in this sample session, Begin with the "Getting 
started" section of this manual, above, 


1, When the first screen (Figure 1, above) appears, press the 
START key. You see the following screen} 


WHAT IS YOUR NAME’? 


Type Your mame. Fresd CRETURN 


Figure 2 Name displey 


Type your name (up to ten letters, spaces, and the period) and 
press the RETURN key. Use letters, spaces, and the period. To 
correct a mistake, press the DELETE BACK §S key, 


“” 


2+ When you've typed your name, press the RETURN key to see 
the following screen} 


(Your mame), WHAT IS 
YOUR FASSWORD’? 


i (ee Ae SOR See 


oeD owe ace eens acne seen cane a cove oe 


Fress CDELETE] to correct a mistake 
Figure 3 Faessword display 
For this sample session, type this password! 
Et 6B DC 


The password instructs the program to give a certain kind of 
problem, a set number of problems, and a certain time limit, In 
this case, you’ve selected two-digit numbers subtracted from 
two-digit numbers without regrouping (in other words, no 
numbers will be "carried" from one column to the next) You'll 
have five problems, each appearing on the screen for a maximum 
of ten seconds, with a total of five minutes to work the complete 
set of problems. 


If you make a mistake entering the code, press the DELETE 
BACK S key. After you type the fifth character, the Following 
instruction appears at the bottom of the screen! 


FRESS ESTARTI IF CORRECT 


Correct any errors by pressing the DELETE BACK § key and 
typing in the correct information, 


=+ Press the START key. You have a short wait while the program 
prepares your assignment. The following message appears? 


GET READY! 
GET SET. 
HERE YOU GO! 


4, The problem display now appears, as follows! 


LELLSLASLESAAAALAA LAA AALS ALAA AAA A 
PEPPELLES AAA ALAS ALAA A AAS A A 


#1 // // 190 
ff 4&& Sf 
SSS Sf ee. Sf 4 SS 
ee se Cn Sh LSS 
SAL SS fs S/S 
LLL ES SS fff 


FLLETTELSAPELSALAALASSALEL AAA AAA A 
PRESS CESCI TO END. 


Figure 4 Froblem display 


The #1 in the upper left of the screen shows that this is the 
first problem in the assignment. The 10 in the upper right shows 
the number of seconds remaining to solve the problem. Type the 
number of the answer to replace the "7". For Figure 4, type 5 
first and then 2. Once you type a number, you can’t go back to 
change it, 


If your answer is correct, sounds congratulate you, Expanding 
rectangles appear on the screen, alternating with encouraging 
messages. You see the problem and its solution. Press any key 
for your next problem, 


s+ If your first answer is incorrect, the following display 
appears; 


le: 


STUDY THIS FROEBLEM 


ff 
Fress AMY KEY to repeat problens 
Figure S Incorrect first answer display 


Your incorrect answer doesn’t appear on the screen (so that you 
don’t associate the incorrect answer with the problem). Since the 
countdown timer doesn’t appear, you can take your time to 
recalculate the answer. When you’re ready, press any key. The 
problem display (Figure 4) reappears. If you type a correct 
answer, the same display you’d see if you’d answered correctly 
the first time appears. , 


If your second answer is incorrect, the following display 
appears: 


THIS IS THE 
CORRECT ANSWER 


Frese ANY KEY for mext problem 
Figure 6 Second incorrect answer display 


When you press a key, the problem display (Figure 4) appears 
with a different problem. 


&. Tf the time runs out, you see the following screen 


THE TIME 
46 


ae 


UF 


TRY AGATN 


Fress ANY KEY to repeat problem 


Firoure 7 


First time wp 


Gisplay 


If you let the time run out the second time, you see the following 


display: 


YOUR TIME 
46 
—24 


a 


Ss UF 


QTUDY THIS 


Bip ess 


Fioupe 8 


ANY KEY for 


Second time 


mest problem 


wip display 


When you press any key, the problem display (Figure 4) appears 


with a different problem. 


7. For this sample session, complete all the problems. Answer 
some correctly and some incorrectly, and let the time run out for 
others, so that you can see all the program’s responses, When 
you've finished, or when five minutes has passed, the problems 
stop. You receive a message from Smedley, and instructions to 
press any key for your final summary, 


-/- 


&. The following is an example of a final summary! 
SUMMARY 
CORRECT 4:4 44:4 44.4064 33 ( 60%) 
WRONG ee eee renee vecl ( 20%) 
HOT DONE. see ee eee el € 20%) 
TOTAL FROE. ese e005 


SCORE 
3642 


PRINTOUT Y/N 
Figure 9 Summary display 


7, Press N and then the RETURN key to see the first display 
screen (Figure 1), 


Using the main program 
ENTERING YOUR NAME 


When you see the first display screen (Figure 1), press the 
START key to use the main program. The iiame display screen 
(Figure Z) appears, Type your name, up to ten characters (letters, 
spaces, and periods), If you make a mistake, use the DELETE 
BACK 5 key to erase it. When the name appears on the screen 
the way you want it, press the RETURN key, 


PASSWORD CODES 


Note, If you see that your name is misspelled, you may 
return to the previous screen by pressing the ESC key, 


Your next choice is a password made up of five letters and 
numbers. This instructs the program how many problems to give 
you, and what kind of problems you’re going to solve (101 
different types of addition, subtraction, multiplication and 
division problems). It also sets the amount of time for each one 
and for the total problem set, 


Parents prepare the passwords, based on the codes described in 
detail in Appendix A of this manual, Following is a brief 
description of the five letters and numbers of the password: 


FART 


oy 


DESCRIF TION 


Requires a letter followed by a rmunmber 
specifies type and difficulty of problem 
Example? EL means subtraction of 2 
2-G1igit mumber from another 
2-Gigit mumber without regrouping 


Requires a letter 
specifies the mumber of problems 
to be worked, 
Ranges from 5-49 (Cor mot set at all) 
Exenple? D means 15 problems 


Requires a letter 

Specifies how lone the problems 
remain om the screer 

Remges from 2-40 seconds Cor mot 
satoat all) 

Example? F means 20 seconds 


Requires 3a letter 

Specifies the mumber of minutes 
to work on the problem set 

Renees from 3-20 mirutes 

Example! C means 5S mirnuites. 


The following key shows the values for the third, fourth, and 
fifth parts of the password. Check the Appendix for the first 


two parts, 

3 4 ra 

Humber of Speed per Total 
problems problem Lime 

A - mok set A - mot set A - mot set 
be oS EK - 2 seconds EB o- 3 minutes 
CG = ob8 CS & GC = 5 

O° = 1S D - 10 D- 7 

E - 20 Bo ee obs E& - 10 

Fo- 30 F- 20 eee ed 

G - 40 iG 3d a7 LS 

Ho- 48 H - 60 Ho - 607 


The password display (Figure 3) appears after you’ve entered 
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your name, Type the five-letter password. If you make a 
mistake, press the DELETE BACK S key to correct it, 


As soon as you type the fifth character, the program requests 
confirmation as follows! 


FRESS CSTARTI IF CORRECT 


If there are errors, press the DELETE BACK § key to start over, 
When the password is correct, press the START key. 


You have a moment’s wait while the program prepares the 
password assignment, The following message appears on the 
screen: 


GET READY! 
GET SET. 
HERE YOU GO! 


SOLVING THE PROBLEMS 


The problem display appears on the screen (see Figure 4). The 
number at the upper left tells which problem you’re working on. 
For example, #2 means the second problem in the series. In the 
upper right, the number of seconds remaining to solve each 
problem counts down while you work, The count starts over each 
time anew problem appears, 


To answer, type a number in place of the question mark in the 
display, Once you type an answer, you can’t go back to change it. 


If your answer is correct, sounds encourage you, and expanding 
rectangles and encouraging messages appear on the screen until 
you press any two keys for the next problem. 


If you’re wrong, a display like Figure 5 appears, showing you the 
problem without the answer, You never see your wrong answer, 
so you won't associate it with the problem. You can study as 
long as you like, since the countdown timer is turned off, When 
you're ready to try again, press any key. 


If your second answer is right, the same congratulatory 
messages flash as if you’d answered it correctly the first time, 
If your second try is not correct, a display like Figure & appears, 
You see the correct answer, and you can study it as long as you 
like before pressing any key to move to the next problem. 
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If your time runs out, you see a screen like Figure 7, showing the 
problem without the answer. You can study it as long as you like 
before pressing any key to try again, If time runs out again, a 
display like Figure 8 appears with the answer. You can study the 
problem as long as you wish. If your second answer is correct, 
you see a congratulatory display just as if you’d answered 
correctly the first time. 


— 


SUMMARY 


After you answer all the problems requested in your password, 
or your total time runs out, or you press the ESC key, a letter 
from Smedley appears on the screen. Follow smedley’s 
instructions to press any key to see your summary+ 


The summary looks like Figure 7. It shows how many you 
answered correctly and incorrectly, and how many you weren‘t 
able to answer in the given time. It calculates these figures in 
percentages, and gives a score, 


The score is based on adding points for correct answers, 
subtracting points for incorrect answers, and then multiplying 
this total by a percentage time factor. If the score is below 300, 
it appears as 300, The maximum score is just below 10,000, IF 
you compare scores between children or between sessions, make 
sure the fourth letter of the password (speed per problem) is the 
same. Otherwise it’s like comparing apples and Oranges, “ 


PRINTOUTS 


The summary (Figure 9%) asks if you want a printout. This means 
a detailed analysis of the results of your child’s work, It may 
seem averwhelming at first because there’s so much information, 
Just select what you can use, and ignore the rest, 


You can use the printout for several purposes, For example, you 
Can diagnose your child’s specific problem areas. The printout 
offers ten extra problems at the bottom of the page. Work them 
with your child to give him more practice in his special problem 
area, in a more traditional way, 


Make sure your printer (and your interface module if you’re using 


one) is on, and your paper is lined up at the top of anew page, 
Type Y to see the following screen! 
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FRINTER CODES 
AseeeeeeesATARL OR CENTRONICS 
FE . *¢4+ 049% ¢ »~EF SON 
Neeeeeeee sNECSBEOZ3A 
Reeeeeeee sRETURN TO SUMMARY 
WHICH LETTER’? 
Figure 10 Printer code 
If you change your mind and decide not to request a printout, 
type R. The summary (Figure °) reappears. 
To order a printout, type the letter that corresponds to your 
printer. You have a short wait while the message "ONE MOMENT 
PLEASE" appears on the screen. Then the program displays the 
words "[Namel]’S PRINTOUT IS BEING PRINTED" as the printing 


begins. It takes one or two minutes, 


When the program finishes printing, it displays this message: 


FRINTOUT FINISHED 

Meeeee MAIN FROGRAM 

Aeeee AHOTHER PRINTOUT 

Eee ee +END 

WHICH LETTER’? 
Figure Li Frintout complete display 

Press M to see the first display screen (Figure 1). To starta 
printout of the same information again, press A, If you press E, 


the READY prompt appears, 


The following is an example of a printout from this option. 
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“RRO SOCIO ACES TET BE CRC NOK BRON ONO OIC HORI IIH 
Here are the problems SOM gush workec, 
Lohope you enjoyed doing them 


SPOS CONS CODD HOD SOEY CEES EECE DOE aDRe Sene cEtS cone TeOS anee eee Some BOSS CCCP BEEP OoDe Shee CObe coos . woue 
200) eone see mee & 7 eoere 


«200 ence weee cone veee soes OVER G0tt C080 CRED SEOD 2eOe sete eFEe Bens BEES 8: 
ree Owe Cove C00 CBOE COEF ORES BEES DORs TOES COED CEES HOEe CRED cease Dane ODED ous eben bane enee anes Sree noee cane OO0e Seee seme wese epee sees 00 anew cece ae: 


965 793 BAS 633 73%) B7$) bE hE 98t 59 
“EZt 12) -433 -10' -44! -41$ -43: -122  -94: 


Ae A Ee A) CNY AS AA. AERS SED COTE CUD TED crUaeD END shee CEE UREPERED emp ES 


LD CARE DELL ESAS AER ETD ERIE EE LTE 


14, 67) ALS S38 3246138 34h st 153 


SE EES NE RD TE SE ES SED CAND AON NED CALNE SE GED SEAMEN: eee 


Ste Of te a4 oot x Sth 
es ee ee 
$$) T2038 ECTS TRE 
(T=2)$(T=1)3 (T=1)$ T=3)8 (T2494 (T=L) (TSS) (T=L) 1 (T=L) 4 (T=2) 
x = WRONG ANSWER T=Time 


Program? EICCD, Problem Set? 10,,Speed! 5,,Set Time! 7 min. 
Scores 3250,. Froblem Tine! 0 min, 35 sec,..Total tine: 2 min. 


ED ES CS PS PTT SD n> a ae a 


CORRECT: 1ST TIMES 2ND TIME! WRONG { NOT DONE 3 FROE, KORKED 
8 (80%)s 6(60%) $2 (20%) $1 (10%) $1 (10%) of eetoxx 


(At the bottom of the Prinmtant is the question 
“CAN YOU WORK THESE?! Tollewed by ten axtra 
Problems from the same Problem code, ) 


Figure 12 Sample printout 
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After Steve’s name, the program prints a friendly message, The 


next line shows the five problems he worked and their correct 
answers, 


The line below the answers contains columns with space for four 
notations, The top one is blank if Steve answered the problem 
correctly on the first try. If there’s a number in the top row 
preceded by an asterisk (*), that means Steve made a mistake, If 
the number in the top row following the asterisk is a zero, he ran 
out of time before he could answer, If any other number appears, 
it shows the incorrect answer Steve gave, 


The second row is only filled in if Steve gave a second answer 
and if it too was incorrect (or if he ran out of time for that one 
too), 


The third and fourth rows show the times he took to give his 
answers, (T stands for time.) If he answered the problem 
correctly, there’s only one time given on the printout. 


In Figure 12, the first column shows that Steve answered the 
first problem correctly (34-22=14), It took him two seconds, The 
third column shows that time ran out the first time he tried to 
subtract 43 from 84, The second time he tried, he gave the 
correct answer, and it only took one second, Look at column five 
(73-41=32), The first time, Steve took two seconds to give the 
incorrect answer of 34} the second time, he took four seconds, 
but still gave an incorrect answer (33), 


Next on the printout is a line showing the password Steve used 
(E1CCD), and what it means, 


The line below that shows Steve’s score and the times he took to 
solve the problems, The score ranges from a minimum of 300 to a 
possible maximum of just under 10,000, Steve’s score is 3250, 
based on adding points for a percentage of the correct answers, 
subtracting points for a percentage of the incorrect answers, and 
then multiplying this by a percentage time factor. Don’t compare 
scores between children or between sessions unless the fourth 
letter of each password is the same. The fourth letter applies to 
speed per problem, and this is a variable the program uses in 
calculating scores, 


The problem time (35 seconds for Steve) is the total number of 


seconds he spent looking at the problem display (Figure 4), It’s 
the sum of all the T’s listed on the printout. The total time (2 
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minutes for Steve) is the amount of time he spent on the whole 
session. The timer started after Steve entered the password, 
and ended when Smedley’s letter appeared, 


Below the score is a summary of the numbers of problems solved 
correctly on the first and second tries, and the numbers of 
problems missed and not done in time, The percentages of all the 
numbers of problems appear in parentheses, 


At the bottom of the printout under the question, "CAN YOU 


WORK THESE?" are ten extra problems, They’re all from the 
same level as the ones Steve worked the first time, 
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Using the practice worksheet 
pPprogqram 


CHOOSING THE PRACTICE WORKSHEET PROGRAM 


Use this part of the program to print worksheets on any of the 
101 skill levels. You can print worksheets with no answers 
given, or with half the answers (to give children enough hints 
that they’re encouraged to figure out answers), or answer keys, 


When the first display screen (Figure 1) appears, press the 
SELECT key to reach the practice worksheet program. The 
following screen appears! 


MRM KARR AACA OK KOK TK KOKO OCC K CK OK KKK OK KOK 


K THREE FR MATH * 
*K FRACTICE * 
K WORKSHEETS x 
ACO CSICICOK OOO HCCC ICCC KOK 


Fress [START] to contirmue, 
CSELECT] to return to MAIN FROGRAM 


Copsyrieht Ceci i933 by Dan Rohr 
Figure 13 Worksheets title screen 
If you press the SELECT key, you return to the first display 


screen (Figure 1), Press the START key to produce worksheets, 


PROBLEM CODES 


First, decide which of the 101 THREE R MATH skill levels you 
want the worksheets to cover. Choose as many as 15 problem 
codes from Appendix A of this manual. A problem code consists 
of a letter followed by a number. The following screen asks you 
to make your choice: 
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PROBLEM CODE? 


Refer to progrem doctinentatian for 
the problem codes of the L101 options, 


Type code end press CRETURN I 
Figure 14 First problem code displays 


Type a problem code and press the RETURN key. The program 
requests the next code, and explains what todo 


NEXT CODE$ 
ae 
Up to 15 codes can be entered 
Tepe code and press CRETURN 

If all ere entered - Fress [START] 


Fioure 13 Second problem code display 


When you've entered all the codes you want, press the START 
Keys 


-18- 


TYPE AND NUMBER OF WORKSHEETS 


Next decide how many of each worksheet to print. You can 
request as many as 79 copies of each worksheet, but large 
numbers probably aren’t practical considering the speed of most 
printers. There are three types of worksheets, 


Worksheets without answers 


AS soon as you press the START key, you see the following 
screen: 


HOW MANY 
STUDENT WORKSHEETS 
(NO ANSWERS GIVEN) 
NUMBERS 
ENTER NUMBER AND FRESS CRETURN 
Figure 164 Worksheets - mo answers 
This option provides 34 randomly generated problems (20 for 
division) for the problem code you requested. No answers appear 
on the worksheets. Type the number of worksheets you want (up 
to ??) and press the RETURN key, If you don’t want any of this 
type of worksheet, just press the RETURN key, 


Worksheets with half answers 


After you press the RETURN key, the screen changes color, and 
the following display appears? 


HOW MANY 
STUDENT WORKSHEETS 
CHALF ANSWERS ) 
NUMEER $ 
ENTER NUMBER AND FRESS CRETURN[ 
Figure 17 Worksheets ~- half answers 

These worksheets are just like the previous ones, but every 
other answer appears on the page. Some children like this 


because half their work is already done, This format also helps 
encourage children to compare the problems they’re working on 
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with similar ones. 


Type the number of this type of worksheet you want, and press 
the RETURN key. If you don’t want any of this kind, just press 
the RETURN key, 


Answer keys 


AS soon as you press the RETURN key, the following display 
appears: 


HOW MANY 
ANSWER KEYS 


NUIMESER 3 
ENTER NUMBER AND FRESS CRETURNZ 
Figure 18 Worksheets - enswer keys 


Answer keys look like the other kinds of worksheets, except that 
all the answers appear, You can use these to check the accuracy 
of the problems your child has worked, 


Type the number of answer keys you’d like and press the 
RETURN key, If you don’t want any answer keys, just press the 
RETURN key, 


Next you have a chance to modify the number of worksheets 
you've requested. The following screen appears! 


WORKSHEETS REQUESTED 


1. Student Worksheet (No answers)... 
2e Student Worksheet CHalf engswers)d.1 


oe AMSWerT Fe iy 4.5) Gis Se Eee See ca 


TO REVISE - TYFE WORKSHEET NUMESEDFS 
TO CONTINUE - FRESS [START 


Figure 19 Worksheets type and mumber 
comfirmatian 


Suppose you press 2, The answer keys screen (Figure 19) 
reappears. Type the number you prefer and press the RETURN 
keys You see Figure 19 again with the new number. When the 
screen shows the numbers you want, press the START key, 
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PREPARING THE PRINTER 


Now it’s time to make sure your printer (and your interface 
module, if you’re using one) is on. Line up the paper and turn the 
printer to the ONLINE mode, 


DIFFERENT SETS 


Now decide how many different sets of worksheets you want for 
each code you’ve requested. Each set has the same number of 
each type of worksheet, but the problems for each set are 
different. If your child is having difficulty with one level, he can 
work a different set of problems for practice (rather than doing 
the same set over again), 


When you've pressed the START key, the following screen 
displays: 


YOU HAVE REQUESTED THE FOLLOWING 
WORKSHEET CODES 3 


COCO COTE SCOUT BEOE SPER Cone SRee F008 CECE FEE BEND C8En C000 FORE COTS CADE COCR SOTO SEER OHEE TEE COCS OPED CREE CEST SERD CORE UDeD COED ceed enEe COTE SEED aeEe seen 


| LOEL | 2) | 3) ae, | 3) | 
7) | $2 | ?) 110) | 
a) Eece. | 14) [i> | 


SOee OT COTS BOOS ONGL TOTS COOH COGL TODS COM SUED SOLS OEE ONES ELE SFOS CUED ENE SOOT BETS FOOL CHCE FEEE SOLD CORE CHEE SEES OTEe COOe DOCS CNTs EEE sEee sens cece sees 


How many DIFFERENT sets of each 
fo you want? 
NUMBER OF SETS? 


Figure 270 Worksheets - mumber of sete 


Type the number of different problem sets you want for each 
Problem code and press the RETURN key, 
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PRINTING THE WORKSHEETS 


You have a short wait while the program Prepares the 
worksheets you requested, During this time, the messages 
“PLEASE WAIT" and "GETTING ORGANIZED" appear alternately 
on the screen. When the printing begins, you see the following 
message 


PRINTING FAGE “Ei? 
PRINTER CONTROL 


TESCI TO STOP 
CLSOTARTI TO START 


If you want to stop the printer during this process, press the 
ESC key. To resume, press the START key. When the program 
finishes printing, the practice worksheets title screen (Figure 
13) reappears, 
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fr.uthor’s note 


Congratulations! You’ve purchased a math drill program that 
Provides computer-assisted practice for your child from 
preschool to junior high, This kind of home program is something 
new, Once you’ve mastered the techniques of working with your 
children, and taking part in their educational progress, new and 
exciting avenues in your relationship open up. 


The THREE R MATH SYSTEM and THREE R MATH CLASSROOM 
KIT have been used in schools throughout the United States, 
THREE R MATH HOME SYSTEM contains the same basic math 
program, but not the extensive record keeping feature. This is 
why this one-diskette program is so easy to use, 


The program is designed for parents and children to use 
together, An investment of just five minutes two or three times 
a week can improve your child’s math computational skills 
dramatically, 


Your involvement and generous encouragement in SHORT work 
sessions will motivate your child to work even harder, The 
design of the program may reduce the long hours of forcing a 
child to plow through pages of math homework, The homework 
won‘’t change, but the speed at which your child attacks it should 
increase, 


Have fun learning to enjoy working with your child at one of the 
most important challenges he faces--his formal educational 
development. 
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AOovice to parents 


PARENT INVOLVEMENT 


Now that you’ve mastered the THREE R MATH HOME SYSTEM, 
the biggest step is learning how to use it with your children, 
This program doesn’t have a game format, but there are many 
game type programs available through APX that you can use in 
conjunction with THREE R MATH HOME SYSTEM. Because of the 
sequentially designed levels of this program, you can use it 
throughout your child’s elementary school years. You can 
pinpoint a specific ability level, 


One word of caution: DON’T assume this program is a complete 
math series by itself. Its goal is to improve your child’s | 
computational skills, but complete math development includes 
math application, and mathematical reasoning. 


The program is designed for parents to use with children. In this 
day and age, many children and their parents are too busy to do 
things together. THREE R MATH HOME SYSTEM can be a start, 


There’s no getting around learning the basic math computational 
Skills. Some learning can be sugar-coated, but much has to be 
done in the old-fashioned way: hard work. THREE R MATH 
HOME SYSTEM puts a little sugar coating on what is frequently 
very hard work for many children. 


Any excitement a child has for this program will quickly die if 
he’s left on his own. The prospect for success rests entirely on 
Parents’ involvement with their children. This program, 
designed by math teachers, has been tested extensively, so you 
don’t have to be a math expert to work on it with your children, 
What you do need to do is help them with a consistent practice 
schedule, and all the love and encouragement they need to keep 
motivated and working, 


Maybe you’re beginning to suspect that this is going to take 
hours of your time each week to be effective. The opposite is 
true, As little as two five-minute sessions per week can pay 
surprising dividends, 


HOW MUCH AND HOW LONG 


There are many ways to use THREE R MATH HOME SYSTEM, but 
the following is easy to use and effective. Start with two 
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five-minute sessions a week, using a password based on the 
following: 


~- AGC 


The two blanks are for the problem code for your child’s level, 
The third letter, A, sets the program for the child to do as many 
problems as possible. The fourth letter, G, sets the countdown 
timer to 30 seconds. (You can change this according to your 
child’s competitiveness.) The fifth letter, C, sets the total time 
for just three minutes, 


Your child’s goal is to complete as many problems as possible in 
three minutes, Take a positive and encouraging attitude} your 
child will probably want you around as he’s doing his problems. 
Don’t correct any error your child makes, or criticize what he’s 
doings The program’s prompts tell him when he has given an 
incorrect answer, and this is enough. You can increase your 
strength as an ally by giving your child encouragement, 


While your child is doing his three-minute sprint, give him your 
undivided attention. Eliminate (or at least minimize) 
distractions like newspapers and radios. When the three minutes 
are up, request a printout of your child’s work. Praise his work 
generously, If he has had some difficulty, do a few of the extra 
problems at the bottom of the printout with him. 


Some parents make bar graphs of the number of problems their 
children can do. This provides a definite goal to strive for at the 
next session. Be careful not to put too much pressure on your 
child and frustrate him, 


WHICH LEVEL 


The easiest way to find out what kind of problems your child is 
working on is to ask him to bring his math book home. He may be 
working on a geometry or measurement section, but you can turn 
back a few pages to see what type of problems he has been doing, 
Compare them with the detailed descriptions of the 101 different 
problem levels in Appendix A of this manual, 


To start, drop back several levels from where you think your 
child is, It’s important that your child get most of his problems 
correct so that he can feel pride in his work. Because of the 
sequential design of the problem levels, it’s easy to progress to 
the difficult levels in small steps, It’s important for your child 
to get about Si% or more of his answers correct each time, 
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There’s nothing wrong with staying at a certain level for several 
weeks if it’s necessary. Remember that your child should feel 
that he’s succeeding. You can introduce variety by switching 
frequently; for example, from addition to subtraction. Some 
children like to drop back to an easy level to show you they can 
get a lot of correct answers, Encourage this, especially if your 
child has been having a difficult time at another level, 


It’s important to keep track of the different problem levels your 
child has worked and the number of problems he’s completed, A 
child’s progress is usually faster if he has a definite goal, 


THREE R MATH HOME SYSTEM is designed for more than just 
remedial work, Because of the variety of levels, children in 
accelerated programs can also use it, You can also use the 
program to practice with your hand-held calculator. Generate the 
problems, figure them out, and enter your answers as quickly as 
you can. The program checks for accuracy, 


There’s nothing wrong with letting your child choose his own 
level, The more he becomes involved with the program, the 
greater the benefit will be. 


USING THE PRACTICE WORKSHEETS 


Use the practice worksheets in much the same way as the main 
program. The most popular type of worksheet is the one with 
half the answers given. This extra help (from Smedley) offers 
some encouragement, 


Even though the program can generate thousands of problems, 
it’s best not to require your child to do too many. Some children 
use the worksheets to practice so they can get more right during 
their three-minute sprint. 
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PARENTS’ SUMMARY 


One key to success is giving abundant praise. Most of us don’t 
mind doing a job if we know that someone is watching and giving 
us a lot of encouragement while we’re doing it 


Taking time to work with your child regularly is good motivation, 
The program provides the expertise in teaching math, but only 
you can provide the love, encouragement, and attention he needs 
to succeed, 
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> em oe emp cam COD ED <e CED o eee 


First two 
spaces 


See 
Appendix A 


NUMBER QF 
FROBLEMS 
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MEY 


SFEED PER 


PROBLEM 


A-Not set 


” 
Deel 


cA 


Sec. 


7 
TOTAL TIME 
A-Not set 
B- 3% Min. 
C= oS 

D= 7 


E- 10 


ADDITION 


PROBLEM FASSWORD CODE-—- MINI KLE N’ 


~~. 


PROGRAM | DESCRIPTION 

Alsescececseeeee Add two 1 digit numbers (numbers from 1-5) 

Are ccccceeee AGM two 1 digit numbers (sums less than 10) 

AR. sc aceceeeee Add two 1 digit numbers (all sums greater than 10) 
AS eccceeccveee- AGG two 1 digit numbers (any sum) 

AS. ececcecee- Add a 2 and 1 digit number (no regrouping) 

Ads cccnceeeee Add a 2 and 1 digit number (all regrouping) 
ATecccccesee- AGM a 2 and 1 digit number (mixed) 
Bleacececceee- Add two 2 digit numbers (no regrouping) 


Boies ee sn eed two 


tJ 


digit numbers (all regrouping) 
BS.cceeeesee- Add two 1 or 2 digit numbers (mixed) 

BA. ccncceeese AMG two 2 digit numbers (mixed) 
BSeccaeseseee- Add two 3 digit numbers (no regrouping) 
Boe ccccses eee Add two 3 digit numbers (all Mearcust ney 
BJ ewe ccccesseee Add two 3S digit numbers (mixed) 
Clecccccees se Add two 2 or S digit numbers (mixed) 
Co.cc ccc eee eo AGG three 1 digit numbers (mixed) 
CS.cceceeee ee - AGM three 1,2, or 3 digit numbers (mixed) 
C4. ececcceee AGM three 1 or 2 digit numbers (mixed) 


CS. ceeee ee -AGMG three 2 or 3S digit numbers (mixed) 
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SUETRACMTION 


FRORLEMr FASSWORD 


FROGRAM 


Di... 


Ds. 


DESCRIPTION 


CODE — 


e--subtract a il digit froma 


« Subtract 
ee oubtract 
eeoubtract 
»sSubtract 
- Subtract 
e Subtract 
e -subtract 
ee subtract 
« - Subtract 
- Subtract 
e-Subtract 
e -Subtract 
e-oubtract 
e sSsubtract 
-- Subtract 
- Subtract 


e Subtract 


a i digit from a 


a il digit from a 


7, 


a 


i) as 


ha 


tA 


| 


8, 


or 9 from a 


digit from a 


digit 
digit 
digit 
digit 
digit 
digit 
digit 
digit 
digit 
eae 
digit 
digit 


digit 


from 
trom 
from 
from 
from 
from 
from 
from 
from 
from 
from 
from 


from 


-30- 


a 


a 


a 


& 


tA 


Ci 


~mrirrmt kK EY’ 
digit number 
digit no. (no regrouping) 
digit number (regrouping) 


digit number (mi»red) 


digit 
digit 
digit 
digit 
digit 
Gigit 
digit 
digit 
digit 
digit 
digit 
digit 
digit 


digit 


number (mixed) 
no. (no regrouping) 
number (regrouping) 
number (mixed) 
no. (no regrouping) 
number (regrouping) 
number (mixed) 
no. (no regrouping) 
number (regrouping) 
number (mixed) 
number (regrouping) 
number (mixed) 
number (regrouping) 


number (mired) 


MULTIFL 1.CATION 


PROGRAM DESCRIPTIN 


Gl....2- Multiplication 
Go..ee. ee Multiplication 
GS.ecceee-Multiplication 
~Multiplication 
eMultiplication 
«Multiplication 
eeMultiplication 
«Multiplication 
«Multiplication 
-Multiplication 
«eMultiplication 
«Multiplication 
e»Multiplication 
~Multiplication 
©-Multiplication 
«Multiplication 
» Multiplication 


G4eweces 
Gow eesic 
G5....0. 
Hise 
A 6 a0 ses 
TS 4 sex 
HA. ceace 
ASS Sc. 
© Serra 
; care ees 
TS. cccee 
T4.. 20. 
| Ga ere 
TGecwnea 
Ji cweone 


Wala beceacs 


-Multiply 
eMultiply 
JS.eeee--Multiply 
J4eceene Multiply 
JSeceeee Multiply 
JE...0..-Multiply 
Kleweeee Multiply 
Kae eeeee Multiply 
KSeceeee Multiply 
K4..000.-Multiply 
KSeeeeee Multiply 
Lissesesee Multiply 
Loweee ees Multiply 
LS.eeee..Multiply 
L4......-Multiply 
LS. -eeee Multiply 


OOOOH DH HOH Ow BD D 


PPRPEBWWWNWUNNWWNN PDD 


Table 
Table 
Table 
Table 
Table 
Table 
Table 
Table 
Table 
Table 
Table 
Tables 
Tables 
Tables 


4 

val 

& 

7 

8 

9 

10 

11 

Le 
=e OS, Or 
4, 3, or 
6, 7, or 
7, 8, or 
7 =~ 12 
2 = 12 
al digit 
al digit 
a1 digit 
4a 1 digit 
al digit 
41 digit 
a2 digit 
a2 digit 
a2 digit 
a2 digit 
a2 digit 
aS digit 
a Ss digit 
a 2 digit 
a2 digit 
a 3S digit 
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FRORLEM™M FPASSWORD CODE~— 


OOo > 


fod I Oe aN Oe KEY 
number (2-5) 
Number (4-9) 
number (any) 
Number (2-5) 
number (4-9) 
number (any) 
Number (10-19) 
numder (any) 
mumber (10,20,...) 
number, (11-19) 
number (any) 
number (101-199) 
number (any) 
number (11-19) 
number (any) 
number (any) 


FROBLEM FPASSWORD COoODE— 


FROGRAM 


2b apace se 
crea a 
MSiccenee 
Ae ed ogee 
NS mee ace ae 
PIG ic evaeeaces 
Nis ace areee 
N2 aise rer 
NS cuoaenwe 
Sc ee eee ee 
ae a 
Plies ea were 
Pee ee 6 s5e ee 
ES ose ees 
a: ee ene 
PSvueswokes 
PGcawsce ei 
RT eva eeees 
Os eis gae eee 
Gs 66 6 ikke 
2 ere 
G4 cies es 
O85 ete 
Q&.wcccer 
Riesiceces 
Rw 6 wes Shee 
ee eae 
RA ssc eb eee 
Ro bisee ee oS 
FRG 66 ee aes 
<7 eee 


QO «2. . 
) 
= ° 


ta 


to bh 


NONOSHNNONDODO SNK KK OONT MW SUN 
j 


DIVISION 


DESCRIPTION 


Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 


into 
into 
into 
into 
into 
into 
Into 
into 
into 
into 


into. 


into 
into 
into 
inta 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
Into 
into 
into 
into 
into 
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mimndT 


- 24 

- 36 

- 48 

- 60 
ee 

- B4 
=— "96 

- 108 

= 120 

= Toe 

- 144 
8 - 48 

Lea. = 72 

12 = 108 

iG —- 144 
@ - 108 

12 —- 144 
8 —- 144 

100 -— 30a 
100 = Sdaa 
100 - S500 
100 = Sao 
100 -— Soa 
100 = Sao 
100 ~- 999 
100 = 999 
100 - 999 
1000 - 9999 
1000 - 9999 
1000 = 9999 
1000 - 9999 


-~e OOnN OS Oh 
ne 


- 
ty 


KE NY’ 


A YD YD tr Tv I Oo N 


CODE PROBLEM SAMPLE 

Al : Add two 1 digit numbers i ba 
: (Numbers from 1 to 53) : + + & 

ae ep a lc a a a ca rs a a hs a ta 

A 2 > Add twa 1 digit numbers H 9 
: (Sums less than 10) H + 1 + Q 

A 3 : Add two 1 digit numbers : bal] 9 
: (All sums greater than 10) } + & + 9 
: i <= == 

A 4 ; Add two 1 digit numbers H 2 8 
: (Any sum) : a + 6 

AS : Add a 2 digit and 1 digit H 11 2 98 
H number (No regrouping) : + J + i 
H H === === 

A 6 i Add a 2 digit and ! digit ' 11 99 
>; mumber (All regrouping) H + 9 + 9 
; ; 

A 7 $ Add a 2 digit and ! digit : 23 67 
$ number (Mixed) ; +S + 6 
; H == ~w 
H : 
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Aa D YD IL SG rt oO ™N 


CODE PROBLEM SAMPLE 

B 1 : Add two 2 digit numbers ‘ il 88 
: (No regrouping) : +11 +11 

a ye a En EE 

B 2 ' Add two 2 digit numbers : 19 99 
? (All regrouping) H +ii +99 

BRS tf Add two 1 or 2 digit : 3 99 
i; omumbers (Mixed) H + 3 +67 
; H aa = 

BA $ Add two 2 digit numbers ' pia 98 
H (Mixed) H +13 +86 

BS : Add two 3S digit numbers : 111 2 798 
H (No regrouping) : +111 +2041 
8 ‘ — — ane 
: H 

B & ; Add two 3 digit numbers : 111 999 
: (AlL1l regrouping) H +109 +999 
: H Ss ean cad 
; : 

B 7 $ Add two 3 digit numbers i i235 999 
; (Mixed) H +105 +888 
: : en wae 
i : 


cwomnncanann a a Se ee a ee Se SS ee 
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A YD YD ne oo rr oO WN 


CODE PROBLEM SAMPLE 
CG: 4 : Add two 2 or 3 digit ' 111 888 
> Mumbers (Mixed) ' + 11 +888 
; : ae SS 

32 

C.2 i Add three 1 digit numbers ; 2 9 
t (Mixed) : i 9 
: ; : + S + 9 
cS * Add three 1,2,0r 3 digit : 15 4599 
: numbers (Mixed) ; > 487 
: : +211 +578 
c 4 + Add three 1 or 2 digit H 2 98 
: Mumbers (Mixed) H 1S 84 
: H + 1 + 99 
Ca > Add three 2 or 3 digit : 11 _ 98 
: : Mumbers (Mixed) : 11 201 
: : + 11 +989 
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S uU FF TFT Re A COC OT I oO mn 


CODE FRORBLEM SAMFLE 

D i : Subtract a 1 digit number : Pu 9 
+ from ail digit number : 5 ot ame 

: = Beets 

D2 i Subtract a il digit number H 11 99 
i from a 2 digit number : = J - & 
: (No regrouping) ' --- ae 

D3 > Subtract a il digit number. } 15 98 
: from a 2 digit number : - & - 9 
H (Regrouping) : == = 

D4 > Subtract 7, 8, or 9 from : 17 98 
> a 2 digit number ! - 7 - 9 
: (Mixed) : --- -—— 

D5 : Subtract a1 digit number } 11 : 98 
ti froma 2 digit number H = ie 4 
: (Mixed) : buena = 


SP ED A ED ED RD ES YD ED SD Se EE De SD ee Gee ee Ee ee ee ee ee ee ree <2 em ED ee me ee ee te oe ee ee em ee ee em me oe eee ou ce Gee OOD Ome ee enn ee ee oem ane eee ie oe 
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S U B&B TT RFR A Cc Tr FT O mM 


CODE PROBLEM SAMPLE 

E 1 i Subtract a 2 digit number : 11 99 
i 6 from a 2 digit number H - 10 = 24 
; (NO regrouping) : = -—-- 
: H 

eee rn gen te onan at eo re ns alte on Se RG So a el ae i ts 

E 2 ' Subtract a 2 digit number §$! re 88 
} from a 2 digit number H = 19 - 39 
H (Regrouping) : see --—- 
: : 

E 3 ‘: Subtract a 2? digit number: ! Pa 2 
i fram a 2 digit number H = .12 a 
; (Mixed) i . == Roce 

E 4 § Subtract a 2 digit number : 132 958 
bo from a3 digit number : comme Fa | - 44 
t (NO regrouping) H -—- -——— 
H : 

ES H Subtract a 2 digit number H 121 5 998 
, from a 3 digit number i 12 = 79 
' (Regrouping) : --=— -—-—- 
® 8 
4 ; ’ 

E 6 $ Subtract a 2 digit number | 211 899 
' from a 3 digit number i =. 9 - 69 
: (Mixed) : ee! ia -—=— 
i H 
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S U SB TF RK A CO OT ae O wn 


CODE PROBLEM SAMPLE 

F 1 : Subtract a 3S digit number H 111 999 
i froma 3S digit number ; - 100 - 645 
: (No regrouping) : ea ---- 
, H 

ee sa ie i ee a a 

F 2 >i Subtract a 3 digit number : ce 988 
: from a 3 digit number ' - 119 - &99 
H (Regrouping) H aa —s ae 
: : 

F 3 t Subtract a 3 digit number: ;} eB ew 862 
> from a 3 digit number : = AL? = 639 
: (Mixed) : ss maaan 

F 4 1 Subtract a 3S digit number H LLa2 8935 
i from a 4 digit number H = Tao - 9&7 
: (Regrouping) . 2 mm em wm me 

FS i Subtract a 3 digit number } 2121 » 7998 
H from a 4 digit number H = T4) - 679 
i (Mixed) Bee em eee mee me 

F & + Subtract a 4 digit number ! S211 2B97 
$b )0606from a 4 digit number ; =1219 -1998 
: (Regrouping) Bm mee 
H H 

F 7 Subtract a 4 digit number 1123 9867 

from a 4 digit number -1010 -5989 


: : 
H (Mixed) Po eae; |, atc 
: : 


OD ED ED ED DE SR Se SED ee ree a me ED DD ee Sy Cree te cme oem tee ee rer eee ee ee emmy ee aS me em OnE GD om rete eee me nes ee cee eee nm Gn a ee me ee ce ot oe ame one ae ae 
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MULTIFItrcatrion 


CODE PROBLEM SAMPLE 

G1 i 2’s multiplication table H 1 12 
: H wo? x ie 
; : 

Pa eT 

G2 H 3’s multiplication table ; 1 12 
; H Ss x 3 
' : --- --- 
H i 

6 3 $ 4’s multiplication table : 1 i2 
: H x 4 x 4 
: : -—<— -——— 
; : 

G 4 H 3’s multiplication table : 1 L2 
; H x §& 35 
H i -——— poe 
; H 

6 5 H 6’s multiplication table ;} 1 , 12 
; H x & x § 
! : --- --—— 
H : 

G 6 H 7° s multiplication table H 1 12 
} ! x 7 x 7 
H H -—— -—— 
H ! 


a 
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MuLTITFtiCeaATIron 


CODE PROBLEM SAMPLE 

H i — )6©68’sS 6 multiplication table H 1 5 his 
' é H x 8 » 8 
: H 

Dorr nnn nnn nn an en nn em 

H 2 H 9’ s multiplication table } 1 EZ 
t ' x 9 x 9 
i : --- --- 
H ; 

H 3 ; 10’s multiplication table ! 10 12 
H i » Jd x10 
: : -—- --— 
: 

H 4 ; 11’s multiplication table : 11 12 
H i x i “it 
t H -—— -——— 
H H 

HS t 127s multiplication table :} 12 % 12 
t : x 1 x12 
H H -—— —— 
: : 
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MULT TFtL_I CATION 


CODE PROBLEM SAMPLE 

I 1 > 2’s, 3’s, or 4’5 ' 1 12 
> multiplication tables t “3 2 x 4 
; H = SS 
H H 

f) 

I 2 H 4’s, S’s, or 6’s H 1 12 
H multiplication tables H x 4 x 6 
: : --—- a 
H : 

1 3 ; 6’s, 7’s, or 8’s i 1 i2 
H multiplication tables H x & x 8 
aoe aa 
: H 

14 H 7°s, 8’s, or 9’s H 1 2 
> multiplication tables H x 7 x 9 
; _ _ 

I 5 : 7’°s through 12’s : 1 a 12 
: multiplication tables H x: 7 x12 
: ' pa ates 
H : 

I & } 2’s through 12’s H 1 12 
: multiplication tables : x 2 “x12 
H : --- --- 
: i 
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MULTIPLICATION 


CODE PROBLEM SAMPLE 

J 1 H Multiply a 2 digit number : 11 99 
: by a 1 digit number (2 —- 5): eee wg 
: i -—— name 

; a 

J 2 i Multiply a 2 digit number ; 11 99 
b by a i digit number (4 - 9); x 4 x g 
; ‘ i === -—- 
: ! 

J 3 bf Multiply a 2 digit number: ; 11 99° 
' By al digit number (Any) $} <a x & 
; me === 
; : 

J 4 f Multiply a 3 digit number i 123 989 
' by al digit number (2 - 5)! x 2 x 5 
H : -—-— -——— 
H i 

J 5 f Multiply a 3 digit number | 101 a 789 
' 6 6by a l digit number (4 - 9)} x» 4 x 9 
} : ---- --——= 
I H 

J 6 I Multiply a 3 digit number |} 111 898 
! by a l digit number (Any) { x. 2 x» 9 
: : ---— ---- 
: i 


a ae er ena te rt a Br a i tp el Ea a es la 
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MULTIFtLicaAaTrTIron 


CODE PROBLEM © SAMPLE 

K 1 ® Multiply a 2 digit number ‘ 11 99 
i by a 2 digit number H x» 10 x 19 
} (10 — 19) ; SSS --——— 
; H 

4 

K 2 ¢ Multiply a 2 digit number H 11 99 
t+ by a 2 digit number H x 11 x 99 
H (Any) : = == 
: : 

K 3 i Multiply a 3 digit number: H 121 898 
$' by a 2 digit number : x 10 x 90 
} (10, 20, 30, wietcaie) : : Rar aos art iar: Se erage 
; H 

K 4 i Multiply a 3 digit number : 123 989 
i by a 2 digit number : x ll x 19 
i (li —- 19) : — a ---—— 
: H 

K 3S i Multiply a3 digit number H 101 a 889 
i 6 6by a 2 digit number : x 10 x 99 
: (Any) : === —— 
: i 
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MULTI PticatTrTiron 


CODE PROBLEM SAMPLE 

L 1 $b Multiply a 3 digit number H 111 999 
H by a 3 digit number H x 101 x 199 
: 101 = 199) Bem ae 
; H 

ae men en a rn | 

Eo 2 ¢ Multiply a 3 digit number ; paras 698 
+ by a 3 digit number H x 111 x999 
; (Any) Bo ee ---- 
: H 

LoS bf )6mMultiply a 4 digit number’ ; 2121 9898 
$ by a 2 digit number } ™ 1i x 19 
; (itl — 19) : SSSSs Sst 
} H 

lL 4 H Multiply a 4 digit number H 1123 8989 
} by a 2 digit number } x 11 x 99 
H (ANY ) Brummer a 
; H 

L 3 Multiply a 4 digit number 1010 » 7889 


(Any) 


H H 
i by a 3 digit number : x 110 x 599 
! : 
: : 


ES SS TO SS A SY SL SO SD NN LE SER OO AE oe ce om SO SO SO ee ME MED ERS ec me wee ee ce mt ws ne te cae sere eee eee wee meee eee ees es ee 
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Db xr WV =. Ss F OO WN 


CODE PROBLEM SAMPLE 

M1 { 2%s division table 2/2 2 /24_ 

M 2 ! 3*s division table S fo. ae and 

a? : 

m3 t 4's division table 4/4, 4/48 

MH 4 $ §5’s division table s/s. 5/60. 
t 

MS t 6's division table { 6 /6- & /72 
a 9 
% é 

m6 { 7° division table ‘ 7 ae & a 7 /84_ 
: 

N 1 t 8°s division table : 9/8 ,8/796 
: 

N 2 t 9s division table 9/9 9 /108 
t 

N 3 $ 10%s division table 10/10. +10 /120 
: 

N 4 t 11’s division table ll /11. «11 7132, 
t 

NS t 12%s division table 12/12. 12/144 ” 
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DO ae VV IL S Ir oO ™ 


CODE PROBLEM SAMPLE 

Pi ! 2-4 divided into 8-48 2/8. 4/48, 

P2 {| 4-6 divided into 12-72 4/12, & /72. 

a ! H 

P 3 t 6-9 divided into 12-108 ‘ & /12 9 /108 
t 

P 4 $ 9-12 divided into 18-144 9/18 £12 4/144 
i a 

P 5 t 2-9 divided inte 8-108 2/8 9 /108 
: 

P & 1 6-12 divided into 12-144 6/12. 12/144 
a $ 
a 4 

P 7 t 2-12 divided into 9-144 2/8 12 /144 

Qi t 2-4 divided into 100-500 : 2 /100 4 /500 
t 

@2 { 4-6 divided into 100-500 4 /100 & /498_ 
t 

a3 t 4-9 divided into 100-SaQ |} & /108 9 /495 
t 

Q 4 ! 9-12 divided into 100-SoO0 } 9/108 12 7492 ° 
t "4 

es t 2-9 divided into 100-500 | 2/100 9 4495. 
t ! 

Q t 6-12 divided into 100-500 | 6/108 12 /492 
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D xr: YV rt S Ir Oo mn 


CODE PROBLEM SAMPLE 

Rl t 2-9: divided into 100-999 } 2 s1o0 9 1999 
: 

R 2 $ 121-15 divided into 100-999 ' 11 /110 15 7998 
a! 

R 3 ! 20-40 divided into 100-999 , 20 7100 40 /960 
! 

R4 ! 2-9 divided into 1000-9999 | 2 /1000_ 9 9999 
; 

RS t 11-15 divided inta 1000-9999 } 11 /1100 15 /9990 
t 

R 6 20-50 divided into 1000-9999 | 20 s1000 50 /9950 
i 

R 7 i 50-99 divided into 1000-9999 | SO /1G00 99 /9999 


-47- 


APX ATARI Program Exchange 
P.O. Box 3705 

@ 

®% santa Clara. CA 95055 


We're interested in your experiences with 
APX programs and documentation, both fa- 
vorable and unfavorable. Many of our authors 
are eager to improve their programs if they 
know what you want. And, of course, we want 
to Know about any bugs that slipped by us, so 
that the author can fix them. We also want to 


1. Narne and APX number of program. 


Review Form 


know whether our instructions are meeting 
your needs. You are our best source for 
suggesting improvements! Please help us by 
taking a moment to fill in this review sheet. 
Fold the sheet in thirds and seai it so that the 
address on the bottom of the back becomes 
the envelope front. Thank you for helping us! 


Three R Math Home System (208) 


2. If you have problems using the program, please describe them here. 


3. What do you especially like about this program? 


4. What do you think the program’s weaknesses are? 


5. How can the catalog description be more accurate or comprehensive? 


6. On a scale of 1 to 10, 1 being “poor” and 10 being “excellent”, please rate the follow- | 


ing aspects of this program: 


Easy to use 


Enjoyable 
Self-instructive 


Use (non-game programs) 
Imaginative graphics and sound 


User-oriented (e.g., menus, promots, clear language) 


7. Describe any technical errors you found in the user instructions (please give 
page numbers). 


8. What did you especially like about the user instructions? 


9. What revisions or additions would improve these instructions? 


10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excellent”, how 
would you rate the user instructions and why? 


11. Other comments about the program or user instructions: 


n 


rom 


STAMP 


AloK ATARI Program Exchange 
P.O. Box 3705 

e& 

®% santa Clara, CA 95085 


(seal here} 


